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WARNING: PLEASE CAREFULLY READ THE CONSUMER INFORMATION AND 
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING YOUR 
NINTENDO® HARDWARE SYSTEM, GAME PAK OR ACCESSORY. THIS BOOKLET 


CONTAINS IMPORTANT SAFETY INFORMATION. 


EARLY CHILDHOOD 


CONTENT RATED BY 
ESRB 


EARLY CHILDHOOD 
EDUTAINMENT 


For information on this product's 
fating, please call 1-800-771-3772 


LICENSED BY 


NINTENDO, GAME BOY, GAME BOY COLOR 
AND THE OFFICIAL SEAL ARE TRADEMARKS 
OF NINTENDO OF AMERICA INC. 

© 1989, 1998 NINTENDO OF AMERICA INC. 


This product has been rated by the 
Entertainment Software Rating Board. 
For information about the ESRB rating, 


or to comment about the 
appropriateness of the rating, please 
contact the ESRB at 1-800-771-3772. 


©1998 CHILDREN'S TELEVISION 
WORKSHOP (CTW). ELMO ©1998 
HENSON. SESAME STREET AND 

THE SESAME STREET SIGN ARE 
REGISTERED TRADEMARKS OF CTW. 
ELMO'S 123s and ELMO'S ABCs ARE 
TRADEMARKS OF CTW. NEWKIDCO 
AND THE NEWKIDCO LOGO ARE 
TRADEMARKS OF NEWKIDCO LLC. 


Official 


Seal of Quality 


THIS OFFICIAL SEAL IS YOUR 
ASSURANCE THAT NINTENDO 
HAS APPROVED THE QUALITY 
OF THIS PRODUCT. ALWAYS 
LOOK FOR THIS SEAL WHEN 
BUYING GAMES AND 
ACCESSORIES TO ENSURE 
COMPLETE COMPATIBILITY. 
LICENSED BY SALE FOR USE 
ONLY WITH OTHER 
AUTHORIZED PRODUCTS 
BEARING THE OFFICIAL 
NINTENDO SEAL OF QUALITY. 


THIS GAME PAK WILL WORK WITH BOTH THE GAME 
BOY® COLOR (DISPLAYING UP TO 56 COLORS) AND 


WITH THE GAME BOY / GAME BOY POCKET 
SYSTEMS (DISPLAYING 4 SHADES OF GRAY). 
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On onus WN 


Elmo's ABCs™ provides a playful setting in which children 
can practice these early reading skills: 


Letter recognition and matching 
Upper/lower case matching 
Word recognition and matching 
Simple spelling 


Special Note for Parents: We have designed this manual 
so that it is easy for you to find useful information. 
Whenever you see a paragraph with this symbol Wd, you 
will find additional hints to help your child get the most 
out of this game. 


Key Summary 


Control A Button 


Pad 


B Button 


Select 


Step right up! 

It’s time to take your turn to catch and match the letters 
on the juggling balls! So, if you’re ready for fun, let’s get 
started. 


Wrou may enjoy playing Elmo’s ABCs™ with your child. 
By doing so, you can reinforce your child’s learning by 
following these few hints. 


When discussing the game, use the words “letter”, “word”, 
and “match” so your child becomes familiar with these 
concepts. You can help your child identify each letter as it 
moves through the matching zone by saying things like, 
“Does this letter match the one under Elmo?” Or, 

“Can you find the right letter to finish this word?” 


4 


Playtime 

Elmo’s ABCs contains six game levels. Each level is 
designed to be progressively more challenging. 
Encourage your child to begin with the first levels to 
develop the skills needed for the more difficult levels. 
The games can be found and selected from the 
“staircase” on the selection screen. They are: 


GAME 

CHOICES GAME . SKILLS 

A=A Upper case matching Letter recognition and matching 
a=a Lower case matching _ Letter recognition and matching 
a=A/a Mixed case matching Letter recognition and matching 
CAT=CAT One little word Word recognition and matching 
_ AT First letter missing Simple spelling 

CA _ Last letter missing Simple spelling 


Levels 1, 2 and 3: How to Play 
It’s as easy as A-B-C. Elmo is here to play and he brought 
a letter for you to match. 


There’s a letter covering Elmo’s tummy. Now it’s up to 
you to find the letter on the juggling balls that matches the 
one on Elmo’s tummy. Press either the A or B BUTTON 
when the letter moves into the matching zone and one of 
two things will happen: 


If the incorrect letter is chosen, the letter will float off the 
screen and Elmo will start juggling the balls so you can 
guess again. 


If you successfully match the letter, your letter will float 
into the air and land in the basket. When the basket is full, 
Elmo can try his luck at the strength-o-meter! Elmo will 
take three tries at the strength-o-meter, representing each 
round of play. 


Level 4: One Little Word 

Spell an entire word by matching each letter in the word. 
How do you match a word? One letter at a time, of course! 
Here’s what to do: 


Look at the first letter in the word. A highlight will appear 
around the letter that should be matched as well as the 
slot where the word is being built. Find that letter on the 
juggling balls. 
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Press either the A or B BUTTON to catch that letter. 


The first letter will pop into place and now it’s time to 
catch and match letter number two and then letter 
number three! 


Match all three letters in the word, and you’ve won the 
round. Elmo will take a turn at the strength-o-meter. 


Level 5: First Letter Missing 

This time, a word is displayed for you but the first letter is 
missing! Find the letter on the juggling balls that correctly 
completes the word. Here’s how to do it: 


Look at the incomplete word. Now look at the letters 
on the juggling balls. Can you spot a letter that fits? 
There may be more than one right answer. 


W Remind the child that there may be more than one 
answer and they should keep trying until they find the 
answer that the game is looking for. For example: CAT, 
BAT, HAT. 


When the letter you want is in the matching zone, press 
either the A orB BUTTON. 


Hurray! You spelled a word! Elmo will take a turn at the 
strength-o-meter. Three correct matches successfully 
complete the round and Elmo takes his last turn at the 
strength-o-meter. 


Level 6: Last Letter Missing 

A word is displayed for you for you but the last letter is 
missing! Find the letter on the juggling balls that correctly 
completes the word. Here’s how to do it: 


Look at the incomplete word. Now look at the letters on 
the juggling balls. Can you spot a letter that fits? 


When the letter you want is in the matching zone, press 
either the A orB BUTTON. 


Hurray! You spelled a word! Elmo takes his turn at the 
strength-o-meter. 
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Three correct matches successfully completes the round. 
4 Spelling words may be tricky at first. Ask your child, 


“How many letters do you see? Let’s write each one 
down.” 


11 


Credits 


Bonsai Entertainment Inc. 
EXECUTIVE DIRECTOR 
Joseph Moses 


LEAD PROGRAMMER 
Roger Amido 


ANIMATION 
Charles Moses 


DEVELOPED AT 
Bonsai Entertainment 
Corporation 


PROGRAMMING, DESIGN 
AND ENGINEERING BY 


Roger W. Amidon 
and Joseph Moses 


ART, ANIMATION AND DESIGN BY 
Charles Moses 


MUSIC CONVERSION BY 
Byte Size Sound 


12 


CTW 
PRODUCER 
Gina Covington 


DESIGN 
Jason Milligan 


CURRICULUM CONSULTANT 
Lisa Medoff 


ART DIRECTOR 
Russ Zambito 


AUDIO DIRECTOR 
Miles Ludwig 


MARKETING MANAGER 
Ellen Gold 


VICE PRESIDENT, INTERACTIVE 
PRODUCT DEVELOPMENT 


Glenda Revelle, Ph.D. 


NEWKIDCO 
EXECUTIVE PRODUCERS 
Jonathan Harber 
Hank Kaplan 


PRODUCER 
Gary Drucker 
Rebecca Newman 
Danny Feinstein 
MARKETING DIRECTOR 
Jean Lizotte 


MARKETING ASSISTANT 
Tracey Graham 


PACKAGING DESIGN 
Marching Ants 


90 DAY WARRANTY 
NewKidCo LLC warrants for a period of 90 days from the date of purchase by the original purchaser of this software that the 
medium on which it is recorded will be free from defect in materials and workmanship. Defective media which has not been 


subjected to misuse, excessive wear or damage due to carelessness may be returned during the 90 day period without 
charge. Please return your defective action pak to the retail store from which you purchased it. 


REMEDIES 

NEWKIDCO's entire liability and the Customers exclusive remedy is (1) the repacement of any action pak not meeting 

NEWKIDCO's "90 DAY WARRANTY" above, or (2) a full refund of the purchase price if NEWKIDCO or the retailer is unable to 

deliver a repacement copy free from defects in materials or workmanship and the customer returns the software and user 

' manual within 90 days of purchase as evidenced by the sales receipt. The remedies provided above are customer's sole and 
exclusive remedies. 


j NO OTHER WARRANTIES 
. Other Than the 90 Day Warranty above, the software and user manual are provides "As Is" without warrany of any kind, 
} either express or implied. NEWKIDCO EXPRESSLY DISCLAIMS ALL OTHER WARRANTIES, EITHER EXPRESS OR IMPLIED, 
INCLUDING, BUT NOT LIMITED TO, THE IMPLIED WARRANTY OF MERCHANTIBILTY AND THE WARRANTY OF FITNESS 
FORA PARTICULAR PURPOSE, In no event shall NewKidCo LLC be liable for any direct, indirect, special, incidental or con- 
sm sequential damages with respect to the Software or the user manual. This Agreement and the 90 Day Warranty shall be gov- 
erned by and all disputes shall be resolved in the Commonwealth of Massachusetts. 


CUSTOMER SERVICE 
Customer Service representatives are available between the hours of 9:00 AM and 6:00 PM (Eastern Time) 
Monday through Friday at 1-877-NEWKIDCO (1-877-639-5432). 


You may also write us at the following address: 


Customer Service 
NewKidCo LLC 

131 Middlesex Turnpike 
Burlington, MA 01803 


990910 
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NEXT GENERATION GAMES FOR NEXT GENERATION KIDS 
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